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PREFACE 


Welcome! 


_ The best thing about N64 games is that there's so much to 
them. Nintendo believe, quite rightly, that a decent game should 
be packed with secrets to discover and mysteries to unravel, 
rewarding the inquisitive mind with bonus power-ups, hidden ~ 
levels and concealed characters. They reckon you should be 
encouraged to return to a game again and again, even after 
you've supposedly ‘finished’ it, to discover extra worlds and 
further secrets beyond what you thought was the end. And they 
reason that a game should set extra challenges beyond just the 
task of playing through it all, and should be crammed with 
multiplayer sub-games, time trials and other things to try out. 


It's this way of thinking that has made Nintendo the world’s 
favourite games company, and it's this way of thinking that 
they've encouraged their developers to adopt when designing 
N64 games. Rare, in particular, have gone secret mad, and have 
made sure there's at least ten times as much to Diddy Kong 
Racing and GoldenEye 007 as there initially seems. 


It's this way of thinking, too, that has inspired the new N64 
Magazine Double Game Guide +. From now on, with each issue 
of N64 we'll be giving away a book containing exhaustive 
guides to two of the Nintendo 64's best games. We'll be 
ferreting out and exposing everything there is to know about 
each game, making sure you get through them with the 
minimum of hair-tearing-out and squeeze every last chortle of 
enjoyment out of them. And! We'll be filling up any remaining 
space with handy tips and cheats for as many other N64 games 
as possible. 


Not to be sniffed at, eh? 


Jonathan Davies 
Editor, N64 Magazine 
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very once in a while a game comes along that is not only 
ee in every possible respect, but merrily reinvents 

the genre it plays within in the process. 
GoldenEye 007 is one such game. But then, you knew that already, 
and if you haven't played it yet, well, shame on you. Quite simply, 
Rare's Bond blaster takes the first-person shooter/Doom game to an 
altogether more accomplished, polished and downright adrenaline- 
overloading level, as well as enabling you to enact every Bond-related 
fantasy you've ever had — and a few you hadn't even thought of. 


So here, for your edification and entertainment, is a complete guide to 
the whole game. As well as explaining how to finish every level with 

a minimum of fuss (we've included how to achieve the objectives 

from Agent, Secret Agent and 00 Agent difficulties), as well as the two 
bonus levels, you can also find out how to access every cheat in the 
game (activated by finishing a given level on a certain difficulty setting 
within a set time). 


So dust off the tux and mix that martini. You won't be disappointed. 
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Level 4: Dam 


OBJECTIVES: Neutralise all alarms, install covert modem, 
intercept data backup and bungee jump from platform. 


HOW TO DO IT: collect 
the sniper rifle from the first tower 
and use it to pick off soldiers in the 
distance rather than just storming 
in at close range. It’s especially 
important that you do this when 
you reach the towers on the dam 
itself. Use the lorry as cover to 
enter the 
complex. 
The modem should be installed on the 
computer on the left-hand wall of the hut 
with the first alarm (behind some crates). 
The alarms themselves are found on this hut 
in addition to the three spaced along the 
dam. The data can be retrieved from the 
computer console at the end of the tunnel 
system. The jump is half way along the dam. 


Cheat: Paintball mode @ Difficulty: Secret Agent @ Time limit: 2:40 


The trick is to not bother waiting for the truck, as well as trying to avoid 
stopping to shoot any guards. Simply make your way to where the 
alarms are situated, take them out and jump. 
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Level 2: Facility 


OBJECTIVES: Gain access 
to laboratory area. Contact 


Double Agent. Minimise scientist 
casualties. Rendezvous with 006. 
Destroy all tanks in bottling room. 


HOWTO DO IT: use 
your silencer as much as possible | 
to avoid unwanted attention. Get 
the key from the lone soldier. The 
lab is accessed via the left control 
panel in the control room. Dr Doak is the Double Agent; he gives you 

the door decoder. Be careful not to shoot any of his scientist cohorts 
(although you can get away with 
shooting up to two of ’em). 006 is in 
the bottling room; let him finish his 
speech and now place a mine on one 
of each pair of tanks. Blow them sky 
high and escape over the conveyor 
belt in the corner. 


Cheat: Invincibility @ Difficulty: 
00 Agent @ Time limit: 2:05 


Again, shoot only those that pose an 
immediate threat to you; your silenced 
PP7 proves invaluable if you can 
eliminate your enemies before they 
fire or raise 
the alarm. 
Ignore 006's 
speech and 
get out as 
quickly as 
possible 
after 
blowing 
the tanks. 
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Level 3: Runway 
OBJECTIVES: 


Recover plane ignition 
key. Eliminate missile 
battery and gun turrets. 
Escape in plane. 


HOw TO 

DO IT: The key is 

in the hut on the left, 
outside the building. 
(There's a guard 
patrolling outside. Shoot 
him.) You can find the 
tank on the far right, behind the main building. Get into it with the B 
button (select the tank cannon as your weapon). Don't stop to eliminate 
every guard — concentrate on 
the missile battery (at the 

end of the runway) and the 
gun turrets, of which there are 
three. There are two to the 
right and one ahead of the 
missile battery. Once you've 


destroyed them (using 
the tank's cannon), just 
get in the plane sharpish 
and escape. 

Cheat: DK Mode 

(big heads and arms) 

@ Difficulty: Agent 

@ Time limit: 5:00 


Simply get the key and peg it toward the plane. No need to shoot 
anyone, just get the hell out of there. Okay? 
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Level 4: Surface 
OBJECTIVES: Power down 


Communications satellite. Obtain 
safe key. Retrieve plans from safe. 
Enter base via ventilation tower. 


HOW TO DO IT: The key 

to the safe is in the first hut on the 
left. This is locked, though. The key to 
the door is in a hut further on to the 
extreme right. Carry straight on until 
you reach the communications dish. The computer is inside, through the 
door straight ahead at the 
top of the stairs. Switch it 
off with B, don’t destroy it. 
The safe is in the hut round 
the corner to the left of the 
communications dish; your 
silencer ensures an unraised 
alarm. The ventilation tower 
is round the corner to the 
right of the dish. You have 
to shoot the padlocks off 
before you can drop in on 
the russkies. 


Cheat: 2 grenade 
launchers @ Difficulty: 
Secret Agent @ Time 
limit: 5:00 


Complete objectives 

as normal, but don't 
stop to snipe/shoot 
anyone. Familiarise 
yourself with the 
surroundings so you can 
scoot across country and 
cut corners, thus cutting 
out the circuitous path. 
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Level 5: Bunker 
OB) ECTIVES: Neutralise all 


security cameras. Find and copy the 
GoldenEye key, leaving the original. 
Photograph the satellite screen. 
Get personnel (Boris) to activate 
mainframe. Download data from 
the mainframe. 


HOW TO DO IT: use your 
silencer at all times. Gunshots cause . 
multitudinous guards to sally forth. The cameras are found outside of 
the room that you enter first; in the generator room behind where you 
start; in the corridor leading round from here, and in the far room, off 
the main control room. Photograph the satellite screen in here (after 
silently sniping the guards), approach 
Boris and copy the GoldenEye key (leave 
the original). Get Boris to take you to 
the mainframe. He activates the alarm, 
so quickly use the Datathief to get the 
data (don’t shoot him though). Escape 
through the control room to get outside. 
The black-clad 
security chaps 

are rather hard, 

so avoid them if 

at all possible. 


Cheat: 2 
rocket launchers 
@ Difficulty: 
00 Agent @ Time limit: 4:00 


This is tight, and no mistake. You need 
to know the layout by heart, to avoid 
entering unnecessary rooms. Otherwise, 
just complete the objectives as quickly 
and silently as possible. 
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Level 6: Silo 


OBJECTIVES: 
Recover Satellite circuitry and 
telemetric data. Photograph 
satellite. Minimise scientist 
casualties. Blow silo. 


HOw TO DO IT: 


The silo is a series of rooms 
that you should just follow 

to the end. You can find body 
armour in several places and 
there's always some in the 

last room. There's circuitry in each room (the green boards). The 


telemetric data is a small DAT 
hiding in a corner in the third 
room. The satellite is the 
thing with the blue panels 

in the fourth room, not the 
nosecone in the third. To 
blow the silo, place plastic 

in each of the four rooms and 
in the final control room prior 
to the exit lift. When you 
encounter Ouromov, charge 
him because he shoots you 
otherwise — he can't be killed. 


Cheat: Turbo Mode 
@ Difficulty: 00 Agent 
@ Time limit: 3:00 


You have to run like the wind 
from here, and shoot the 
absolute minimum of guards 
(silenced PP7, again, 
essential). And that's it. 
Infuriatingly difficult. 
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Level 7: Frigate 


OBJECTIVES: 


Rescue hostages. Plant 
tracking bug on helicopter. 
Defuse bridge bomb. 
Defuse engine room bomb. 


HOw TO DO IT: 
There are five hostages in 
all, and you have to be a 
lightning-quick deadshot 

to neutralise the guards 
before they're shot. It's best 
to shoot them all once so 
that they're stunned, and then you can finish them off. The bridge is 
reached by taking the right-hand steps as you board the ship. The bomb 
looks like a plastic switch on top 
of a console. The engine room is 
deep in the bowels of the ship on 
a lower level; the bomb is atop a 
computer in the far corner. The 
Pirate helicopter is at the opposite 
end of the ship to the bridge. 


Cheat: No Radar (in multiplayer) 
® Difficulty: Secret Agent 
~ @ Time limit: 4:30 


Again, ignore as many of 

the guards as you can. The 
quickest route you can take 
is: left, up, down the stairs to 
the helicopter and in through 
the central entrance you find 
there. This leads to the engine 
room, from which it's a fairly 
straight route to the bridge. 
This should take you past all 
of the hostages. 
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Level 8: Surface 2 


OBJECTIVES: 
Destroy security 
cameras as well 

as the computer 
console (disrupt 
communications 
link). Destroy enemy 
helicopter. Gain 
access to bunker. 


HOW TO 
OBUEOTIVE Alc : . DO IT: this is a 
revisitation of Level 4, 
except it's now night 
time, so be sure you know the geography of the area. The first camera 
is on the hut toward the extreme right of the level, by a watch tower. 
The second is half way up the stairs 
in the communication dish building. 
The third is on the hut round the 
corner to the left of the dish building. 
The computer is the one you had to 
power down in Level 4; just shoot 

the thing now. The chopper is on an 
H-Pad directly opposite the right-hand 
side of the dish building; it's a way 
off, so don't get lost. Use your single 
mine on it. The entry to the bunker is directly behind you here; | 
simply go in. 


Cheat: Tiny Bond @ Difficulty: 
00 Agent @ Time limit: 4:15 


This has quite a comfy time limit. 
You're given a large margin for error 
because the darkness means you 
could get lost. The only real tip here 
is to ensure that you know the exact 
location of all the objectives. 
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Level 9: Bunker 2 


OB) ECTIVES: Recover 
staff lists and casualty lists. 
Recover CCTV tape. Destroy 
security cameras. Retrieve 
GoldenEye operations manual. 
Escape with Natalya. 


HOW TO DO IT: This is, 
again, a revisitation of an earlier 
level (Level 5). Once you've escaped 
from the cells (use the watch magnet), Natalya follows automatically. 
Try not to get her shot; silence and stealth are once again prerequisites. 
The cameras are all in the same 
positions as those in Level 5, 
apart from an extra one that 
you can find by following the 
route to the right from the cells. 
The CCTV tape and staff lists 
are in adjacent rooms in the 
middle of the level, while the 
casualty lists are in a large room 
on the far right of the level 
(they're on a clipboard). The 
GoldenEye operation manual 

is in the control room with the 
satellite screen. 


Cheat: 2 Throwing Knives 
@ Difficulty: Agent 
®@ Time limit: 1:30 


Just run through the level 
without stopping to shoot 
anyone. Natalya automatically 
keeps up with you. 
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Level 10: Statue 


OBJECTIVES: contact 
Valentin. Confront and 
unmask Janus. Locate 
Helicopter. Rescue Natalya. 
Find flight recorder. 


HOw TO DO IT: 

Carry straight on until you 

find a red shed on your right. 
Valentin is in here. Just listen to 
him, don't shoot. There's a gap 
in the fence straight ahead. Go through it to find the statue of Lenin. 
This is where Janus approaches you. Make sure you're unarmed. Once 
he has shut up and run off, kill his men and head back to the start 

to find the chopper and Natalya. Get her away from the helicopter. 

It explodes, and the flight recorder is 
normally blown a short distance back 
toward the park. It’s orange in colour. 
Return to the gates, but holster your 
weapon, because you're about to 

be captured. 


Cheat: Fast 
Animation 

@ Difficulty: 
Secret Agent 

®@ Time ] 
limit: 3:15 | 


Complete all of 
these objectives 
without 

: stopping to 

ae shoot anyone. You have to be certain 

: of everything's location. After waking 
Natalya, don't hang around. Go back 

down the hill to anticipate the flight 
recorder's position. It's tight all right. 


Ohuetirive 9: COMPLETO 
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Level 11: Archives 
OBJECTIVES: Escape from 


interrogation room. Find Natalya. 
Contact Defence Minister Mishkin 
and retrieve black box. Escape 
with Natalya. 


HOW TO DO IT: Escape 
(there's a gun on the table) and turn 
right, taking the stairs on the end. 
From here, find the library, on the 
second floor, with the single door between two doubles on the right- 
hand side. Natalya is in here (once rescued, she heads for the attic. If 
you lose her, she'll be here). Head back 
to the bottom floor. Find the corridor 
with the shafts of light pouring in. 
Mishkin is is behind the door at the 
end. He gives you a key to the safe 
behind him. The black box is inside. 
Find a window adjacent to the library 
room, shoot the windows and jump out 
to exit. Natalya follows. 


Natalya: 


Cheat: Invisibility @ Difficulty: 
00 Agent @ Time limit: 1:20 


The most critical time mission. Follow 
this route for the quickest time: exit the 
room, go straight and turn right at the 
end, climb the stairs, take the first left, 
turn right 
and look for 
the door which Natalya's behind. 
Go through, exit the room straight behind 
_you. Descend the stairs, first right, take 
the door on the far left. (Mishkin’s in 
here.) Exit behind you and follow the 
corridor to the end room. Blow out the 
window and then jump out. 
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Level 12: Streets 


OBJECTIVES: 
Pursue Ouromov and 
Natalya. Minimise 
civilian casualties. 
Find Valentin. 


HOw TO 

DO IT: To find 
Valentin, walk out of 
the gate and take a 
left down the narrow 
alleyway. Walk 
straight across the 
wider street at the 
end, and into the clearly marked door to the left. He's in here. Run back 
to the tank and hop in (via B). The correct route to take is: take the first 
right and at the two forks on the way, take a left. 


Cheat: Enemy Rockets 
@ Difficulty: Agent 
@ Time limit: 1:45 


Quite simply, just hop in 
the tank and speed your 
way to the 
exit point as 
quickly as 
possible. 
Don't stop 
to shoot 
anyone; you 
need to be 
out of there 
before the 
countdown 
reaches three 
minutes 25 
seconds. 
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Level 13: Depot 


OB) ECTIVES: Locate 
Trevelyan’s train. Disable 
computer network. Retrieve 
blueprints. Destroy illegal 
arms cache. 


HOw TO DO IT: 


The computer network is in a 


building with BOXII written 
on the outside. The far table 
on the left in the same 
building has a safe key on top. 
The drone gun in here is the 
‘illegal arms cache’. The safe 
containing the blueprints is in 
the trackside warehouse. To 
reach the train: go out of the 
courtyard to the right, move straight across to the double gates, head 
straight, then right, then left. Move past the boarded-up house to the 
two-floored building behind it, enter it, go to the second floor and exit. 
You are now in a depot; leave through the grill doors to find the train. 


Cheat: Slow Animation @ Difficulty: Secret Agent @ Time limit: 1:30 


The objectives here should take you through a fairly direct route to the 
train. Take 
the drone 
guns out 
quickly and 
simply 
dodge the 
guards 
that get in 
your Way. 
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Level 14: Train 


OBJECTIVES: 


Destroy brake units. Rescue 
Natalya. Escape to safety. 


HOW TO DO IT: 
Simple. Just fight your way 
to the front of the train. The 
brake units are easy to spot; 
they're metal boxes low 
down against the walls. 
When you get to Natalya, 
shoot the soldier guarding her quickly and efficiently, before he shoots 
her. Janus will escape. Use the watch laser on the trapdoor in the corner. 
You have to be accurate and 

swift, because you won't have much time 
before the train blows. Then it’s a case 

of leaping down the hole and pegging 

it rightwards so you don’t get caught in 
the blast. 


Cheat: Silver PP7 @ Difficulty: 00 Agent 
@ Time limit: 5:25 


It's extremely 
difficult to dodge 
any guards here, 
principally because, 
as you're in narrow 
train, they're 
physically blocking 
your path. The key, 
therefore, is accurate 
shooting; go for the 
head shot every 
time. Get to Natalya 
with three minutes 
to spare and you're PIOKED L . 9 bao 
on track. , 


ee IN6y! DOUBLE GAME GUIDE + 


GOLDENEYE 007 


Level 15: Jungle 


OBJECTIVES: Destroy drone guns. Eliminate Xenia. Destroy 
ammo dump. Escort Natalya to Janus's base. 


HOW TO DO IT: 
There's only a single, linear 
route to take, so you should 
have no problems finding the 
drone guns (it's best to hide 
behind a tree and lean out 

to shoot them). There are 
three in the jungle proper, 
two after the bridge and two 
in the base. Get right up 
close to Xenia and fill her full 
of lead. Otherwise, she uses 
her grenade launcher and Natalya will probably die (expect to get hurt, 
though). Once you're inside the caves, the ammunition dump is to your 
right, protected by loads of soldiers; just use 
your grenade launcher to take it all out. 
Exiting the level is how to escort Natalya to 
the base. 


Cheat: 2 
Hunting 
Knives @ 
Difficulty: 
Agent @ Time limit: 3:45 


Again, avoid all guards and lay 
mines on the bridge to help dispose 
of Xenia quicker. There are three 
sets of body armour lying around 
the edges of the jungle. Speed is 
the key. 
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Level 16: Control 


OBJECTIVES: Protect Natalya. 


Disable GoldenEye satellite. Destroy 
armoured mainframes. 


HOW TO DO IT: kill the 
soldiers in the first section; Natalya 
then opens a door. Go through, head 
left at the fork to get the mines, then 
go to the right side. Keep going until 
you find Boris. Do not kill him. The 
six mainframes are easy to find: two each on the lower and upper 
sections of the main control room; one in the room on the left, and one 
is in the final room opposite the satellite 
screen, where Janus turns up (get out 

as soon as possible, because he tries to 
kill you). Protecting Natalya consists of 
shooting the guards on either side while 
she works her keyboard magic. She 
disables the GoldenEye satellite for you. 


Boris: Please don't shoot! Cheat: 
Trevelyan made me d@ Infinite Ammo 
@ Difficulty: 
Secret Agent 
@ Time 
limit: 10:00 


You've got 
loads of time, 
and this is 
because you 
can't afford to rush Natalya on 
the computer. Feel free to 
eliminate any guards you like. The 
only problematic area might be 
destroying the drone guns in the 
room that the fifth mainframe 
hides in. 
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Level 17: Caverns 
OBJECTIVES: Minimise 


scientist casualties. Destroy 
inlet pump controls. Destroy 
outlet pump controls. Blow 
master control console. Make 
radio contact with Jack Wade. 


HOW TO DO IT: The 
base is large but the layout is 
fairly simple. Follow the path, 
passing through two doors, and 
head off downstairs to the first scientific room. There's a similar room 
next door. Destroying the computers 
in these disable the inlet controls. Find 
the set of lockers, blow it up and pass 
through the secret passage to find the 
outlet pump control. The master 
control console is in the room right at 
the top of the level. Carefully dispose 
of the guards and use the radio before 
you blow it. Any stray shots result in a 
mission failure. 


Cheat: 2 RC P90s @ Difficulty: 00 Agent @ Time limit: 9:30 


Another very tough 
one. Just head 
straight for the 
objectives, not 
stopping to snipe 
any extraneous bad 
guys, and be shot 
as you run. At the 
radio room, it is 
imperative to take 
the guards down 
with pinpoint head 
shots. Be careful. 
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Level 18: Cradle 


OBJECTIVES: Destroy control console. Settle your score 
with Trevelyan. 


HOWTODOIT: 
This is fairly straightforward, if 
horrendously dicey. There's. 
some body armour behind 
where you start. Head toward 
the middle of the cradle. The 
control console is in the left- 
hand hut (assuming you get to 
the middle by going left from 
where you start and taking the — 
walkway down there). Watch 
out for the drone guns. Go out | 
the far side of the left hut and wait. Eventually Trevelyan shows up. He — 
taunts you, shoots, and then leads you on a chase around the cradle. 
When he says “Finish the job”, he heads 
toward the strut at the bottom of the 
cradle. Follow him down and finish him 
off there and then. The trick is to start 
shooting him as soon as you drop down, 
because otherwise you get blown off 

the side into nothingness by the trigger- 
happy Sean Bean. 


Cheat: Gold PP7 @ Difficulty: Agent 
@ Time limits: 2:15 


Basically, you have to blow the console 
as soon as you can. You need to make 
sure that Trevelyan gets his pithy 
comments out of the way as soon as 
possible, so that he can get to the 
antenna strut. Every time you see him, 
shoot him until he speaks. If you manage to kill him earlier on, sit back 
and enjoy the end sequence. Cue much ribaldry along the lines of: “1 
bet they had fun motion capturing that...” 


@NS | ———~C*«CéDOUBLEGAME GUIDE 


GOLDENEYE 007 


But that’s not all... 


Bonus levels 


Not content merely to bring us a superlative shoot-'em-up that 
just happens to have everything you ever wanted from a 

Bond game, Rare has included an excellent pair of bonus 
levels, Aztec and Egyptian, featuring objectives culled from 

the Moonraker and Live and Let Die/The Man with the 
Golden Gun movies respectively. Aztec can be accessed after 
completing the game on Secret Agent, and Egyptian after 
‘doing’ 00 Agent. You come across a couple of vintage Bond 
enemies in the process... 


Level 19: Aztec 


OBJECTIVES: Reprogram 


shuttle guidance. Launch shuttle. 


HOW TO DO IT: You start 
in a small alcove; kill the guards 
around you and head for the secret 
door on the far wall (it's lighter than 
the wall).You come across plenty 
more guards. Then it's on to a 
second door. Shoot the computer 
console in the right corner and it opens up, go through the passage to 
the end and fire at the black table. This lures two guards out. Shoot 
them and 
blow up the 
right-hand 
computer. 
Move through 
it and into 
the passages. 
(There's some 
armour at the 
right end.) Watch out for the drone guns. Get to the end grate and snipe 
the drone gun. Take out the other guards and drone guns using the 
crates as cover. 
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Turn around and climb 
the ladder. At the top, 
activate the console to! 
close the shuttle 
exhaust bay. Drop 
down through the 
grate opposite, 
eventually meeting 
Jaws (!) in the long 
passageway. Lure him 
back to the narrow 
passage, get up close | 
and riddle him with 
bullets. When he's 
dead, get his smart card and and retrace your steps to the main, dark 
control room. Enter the computer room, grab 
the DAT and upload the guidance data to the 
left computer. 


Head back to the big room and right. Use the 
launch protocol data on the vertical grey 
computer, thus starting a 30-second launch 
countdown. Head back to the ladder in the 
same room, but clear the areas of visible 
guards or they snipe you as you climb. At the top, switch the console 
to open the 
exhaust doors 
and await the 
final 10-second 
countdown. The 
shuttle launches 
with the switched 
guidance data, 

and the mission 

is complete. 


Cheat: 2 Lasers 
@ Difficulty: 
Secret Agent 

@ Time 

limit: 9:00 
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Level 20: Egyptian 


OB) ECTIVES: Locate and 
collect the Golden Gun. Defeat 
flaron Samedi. 


HOW TO DO IT: Move 
forward, hugging the right wall 
down to the end of the chamber 
(guards here). Proceed forward into 
the smaller chamber. On the right is 
a dark exit leading to the chamber 
containing the Golden Gun. Walk in slowly and the gun case opens up. 
The room is made out of a grid of square tiles. Step onto the first square 
tile in the room and 
follow this pattern: 
left two, forward 
two, right three, 
forward two, left 
one, forward one, 
left one, forward 
two and right two. 
The Golden gun 

is now available 

and the four drone 
guns around you 

are now inactive. 


Exit the the GG chamber through 
a stone door to the left of the 
room and collect the body 
armour before dropping down 
into the main hall. At the other 
end is Baron Samedi. Kill him, 
and he dies. For a bit. He 
reincarnates, so kill him again. 
The level darkens and Samedi 
appears again, swapping his mies 
Magnums for Moonraker Lasers. 
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Move off to the anteroom on the left 
and then into the narrow corridor 
(there's body armour on the left). 
Return to the alley leading to the GG | 
room, and take a narrow exit to the 
right before the stairs. This leads to a 
huge temple room with a blue floor 
and then into a similar smaller room. 


Samedi's in here, along with more 
body armour. Kill him again (if 
you're lucky). And he’s dead. 


Or is he? No, he can’t be. But, 
is he...? 


Cheat: All Guns ® Difficulty: 
00 Agent @ Time limit: 6:00 
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in development for over two years that no one (no one) 

ever knew about. Only Rare could announce the delay 
of its two ‘big’ games (Banjo-Kazooie and Conkers Quest) and 
then casually mention a game we could be getting along with 
in the meantime. That just happens to be a huge, sprawling 
adventure game based around kart racing. But with hovercraft: 
and planes too. Sheesh. 


f\ h yes, Diddy Kong Racing. Rare's ‘secret' game. A game 


Even more surprising is the fact that DKR, for such a low-key release 
(no fanfares, not much advertising), is flipping great. The one-player 
game is truly epic, and Rare has forced the evolution of the racing game 
to create something quite unique. Not only this, but it’s included a 
multiplayer mode that can accommodate up to four players. The cocky 
swine. With a game this good, who needs advertising? 


So, then, here we are. For all of you budding anthropomorph racers out 
there, we've endeavoured to include loads of hints and tips to help you 
with any potential trickiness. If you don’t know the basics like the back 
of your hand, then now's the perfect time to strap yourself in. It's going 
to be a long ride, but an entertaining one... 
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How it works 


Diddy Kong Racing’s structure is huge and sprawling, yet 
paradoxically tightly focussed. Perhaps because other games 
feature quite simple and short term objectives, what you have 
to do may not be immediately apparent. Here, then, is what 
you have to do... 


ADVENTURE 
ISLAND 

The ‘hub’ of all activities 
chimp-like. It is from 
here that you can access 
the initial four worlds. 
Have fun and explore; 
you have to search to 
find Dino Domain, 
Snowflake Mountain, 
Sherbet Island and 
Dragon Forest. The 
entrances to some are 
quite obvious, but you 
may have trouble with one in particular. In which case, you will find it 
helpful to know that you can change your vehicle. 


TA) THE GENIE 
Taj is the huge blue 
elephant strolling 
around Adventure 
Island. You can ‘speak’ 
to him by driving 

into him or staying 

on the pad with his 
head emblazoned 

on it and parping your 
horn. He gives you — 
the chance to change 
from your default 

kart to the hovercraft 
or plane. 
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Nuts and bolts 


The objectives of © 
DKR work like this: 
for each of the ’ 
game's initial four | 
worlds, there are | 
four race tracks - a 
boss race, a troph 
race and a battle 
challenge - 
employed in 
multiple ways. 
Initially, you race 
the race tracks 
with the aim of 
coming first in 
each race. Then you race the boss of that world (say, the 
triceratops for Dino Domain). 


Once he's beaten, he sets a new challenge: the Silver Coin Challenge. 
Here, you re-race the four race tracks, aiming to come first, but also 
having to collect eight coins on each track, positioned in tricky places. 
Then, once this is 
done, you re-race 

the boss, who is 
appropriately harder 

to beat. Once he's 
beaten for the second 
time, you enter a 
Trophy Race (again 

on the four race tracks), 
which employs a Grand 
Prix-style setup with 
points awarded for 
finishing positions. 


If you beat all of this, 
you garner a quarter of the Wizpig Amulet. The Battle Challenge is ; 
accessed by finding a gold key hidden on one of the race tracks and you 
then win a part of the TT amulet. 
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Once you've got all the 
pleces of the Wizpig Amulet, 
the huge stone bust of 
Wizpig on Adventure Island 
Opens up, enabling you to 
face Wizpig, beat him 
(hopefully) and reach the 
“ames first (yes, first) finish 
point. Then there's the 
games ‘secret’ world (Future 
fun Land), which to reach 
you need to have won a gold 
trophy on every Trophy race. Once you've gone through the whole 
process again on Future Fun Land, you then race Wizpig for the second 
time (to do this you have to 
have all of the TT Amulet). 
And then there's the Time 
Trials. And then there's 
Adventure Two... 


Yes, there's a lot to do in 
Diddy Kong Racing all right. 


BALLOONS AND BANANAS 

You'll notice most doors in the game are decorated with a number of 
fold balloons. Balloons 
are your ‘keys’ to access 
places you haven't been 
to; you win one for each 
face you win, plus there 
are several floating 
around Adventure Island 
(remember, explore), and 
finally, Taj, at random 
times, challenges you to 
face him in one of the 
three vehicles. Beat him 
and you win an extra, 
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very welcome, balloon. This flexible system enables you to enter any 
world at any time (providing you've got enough balloons), so, should 
you choose, you can tackle the game in non-linear fashion. 


Bananas are found dotted around the race tracks, and, up to a maximum 
of 10, increase your vehicle's speed. Of course, stockpile as many as 
you can, because being shot robs you of two at a time. You grow to 
understand their importance as the races get trickier, faster and harder. 


Vehicles 


There are three of ‘em, you know. And they're all different. 


KART 

Your default vehicle, and very similar to those found in (ssh!) Mario 
Kart 64. There's one important difference though. The hop/powerslide 
of said game is replaced with the two-wheel corner. 


Brake turning: Keeping the accelerator held down, touch the brake for 
a tighter corner. 


Shoulder brake turning: For an extremely tight turn, hold the 
accelerator, brake and shoulder button to take the corner on two wheels, 
thus turning on the proverbial sixpence. It slows you down, though. 


AAO TNR TENNER TTI SRNL 
@ NM DOUBLE GAME GUIDE + 


DIDDY KONG RACING 


HOVERCRAFT 

An inspired choice for an extra vehicle, you have to be gentle on the 
steering, because the hovercraft's sensitivity means that a sharp turn 
stops you dead. 


Bounce 
cornering: 
Tapping the 
shoulder button 
enables your 
hovercraft to 
‘bounce’ - use 
this in conjunction 
with slight leans 
on the analogue 
stick to corner 
well with minimal 
speed loss. 


AEROPLANE 
fantastically fun, the plane works brilliantly with the little joy that is 
the analogue stick, allowing for swoops, banking, loops and rolls. The 
only gripe is a technical one: the collision detection sometimes leaves 
a bit to be desired (swooping clearly pass a tree only to be knocked 
down by it is 
clearly annoying). 


Dip cornering: 
Hold the shoulder 
button as you turn 
for a tight corner. 


Shoulder 

brake cornering: 
Essentially the 
same as for the 
kart. Use only 

on the tightest 

of corners. 
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Roll and Loop: Double taps of the shoulder button, depending on the 
position of the analogue stick, elicit either a barrel roll or a loop-the- 
loop. The only use N64 has found for these is on the Silver Coin 
Challenge on Everfrost Peak. There's a strut of rock at one point with a 
coin above and below it. If you're on the last lap and haven't yet got 
either, a carefully timed loop nabs them both. 


Power-ups 


Like another game we could mention, DKR features the ever- 
popular power-up. There are five types - Missiles, Speed-ups, 
Shields, Put-downs and Magnets - denoted by red, blue, 
purple, green and rainbow-coloured balloons respectively. The 
difference in DKR is that these power-ups can be, er, powered 
up by collecting the same coloured balloons (up to a maximum 
of three times), with accordingly exponential results. Nice. 


Use the Z-trigger to employ your power-up. Be very careful and think 
tactically, though. If you're going for, say, powered up missiles, ensure 
you don't hit a different coloured balloon, because this automatically 
replaces anything you've garnered so far. Accordingly, a thorough 
knowledge of balloon/track layout is a prerequisite. 
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RED BALLOONS/MISSILES 
The best power-up to power up. Stage one 
is a forward-firing, inaccurate single shot. 
Stage two is a homing missile (very handy) 
and stage three is a stock of 10 
stage one types. In the rough 
and tumble of a close-fought 
race, this can be devastating: 


BLUE BALLOONS/ 

SPEED UPS 

These are best used singly, taking your finger 
off the accelerator for a more 
powerful boost. Stage three 
speed-ups are dangerously 
powerful and involve you 
disappearing from view for 

a couple of seconds; use these 
only for that last ditch, do- 
or-die run for the finish line. 


PURPLE 
BALLOONS/SHIELDS 
Use these ostensibly as 
protection from 

the tell-tale whine of an 
approaching missile. 
Otherwise, they're essential 
for the Future Fun Land 
tracks, where wall-mounted 
lasers are the source of 
much banana loss. 
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GREEN BALLOONS/ 
PUT-DOWNS 

These basically drop down behind you to hinder 
other players progress. You need to know the best 
racing line to take to utilise these to 
full effect. Stage one is an oil slick a Ja 
Spy Hunter (remember that?), stage 
two is an exploding mine and stage 
three is a monstrous bubble that 
entraps your opponent (or you) for 
worrysome seconds. 


RAINBOW BALLOONS/ 
MAGNETS 

Tricky to power up because they're quite rare, 
these babies can win you the race. They pull 
an opponent back to you while pulling you 
forward. Stage two and three power-ups 
increase range and power dramatically. 
Attractive. Sorry. 


ZIPPERS 

These are speed-boosting red and yellow chevrons that you can find 
dotted around the race 
tracks (an arrow head flat 
on the road for karts, an 
airborne ring for planes 
and a triangle for 
hovercrafts). By running 
over (or through) them 
your speed is temporarily 
boosted. For greater 
turbo effects, though, 

try using them with the 
accelerator released. , 


r INGat DOUBLE GAME GUIDE + 


DIDDY KONG RACING 


PURPLE ZIPS: These occur 


when you've got the accelerator on, 
and are correspondingly low power. 


GREEN ZIPS: These are 
high-power boosts. Hit them 


without the accelerator pressed, 


applying it again only when 
the zip has faded to smoke 
for the best of all possible 
zips. You can, obviously, cut 
the boost short by re- 
applying the accelerator at 
any time. 


SPEED START 

In the grand tradition of all the best racing games, DKR offers you the 
chance to hurtle off the grid with an exhaust-flaming speed start. Hit 
the gas as the words: “Get Ready!” fade (before “Go!” appears) for the 
ultimate boost. 


YELLOW SPEED START: This low-power turbo boost 


occurs if you hit the accelerator too early or too late. 


BLUE SPEED START: For this, you want to ~ on the gas 
just as “Get Ready!” fades 
to nothing. This is essential 
for great times. 


Of course, time it wrong 
and you end up with nowt. 
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Furry friends 


There are eight characters available for you to ‘be’ initially, 
plus two secret chaps. They're a disparate bunch, possessed 

of different abilities and qualities that dictate a certain style of 
racing. It's essential that you're comfortable with your chosen 
character's quirks. Here, then, are N64's recommendations as 
to the best and the rest of Diddy Kong Racing’s cast list. 


DIDDY 

The default character, and for 

a diminutive chimp, not too 
shoddy neither. He's a bit of an 
all-rounder, boasting mid-range 
acceleration, weight and speed, 
with better-than-average 
handling. He's a good starting 
point, being easy to get to 
grips with, plus he's a fairly 
ubiquitous choice, adaptable 
to different styles of racing. 
However, by the same token, 
this ‘averageness’ means 

you may well struggle in the 
later stages of the game, 
because the races get grittier, 
harder and faster. 


TIMBER 
Frankly, Timber is a disturbingly 


drug-addled tiger. Those eyes have had 
us waking up in the night in cold sweats. 
He's quite similar to Diddy in many 
respects, but he errs more on the side 

of speed than on manoeuvrability. Still, 
if Mad Starey Big Cats are your thing, 
give him a try. You're welcome to him. 
Quite frankly, he terrifies us. 
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BUMPER 

A sturdy badger with a good rate of 
acceleration and top speed, Bumper is a 
bit tricky to handle. He's a heavier fella 
than Diddy, so we've found that he’s best 
suited to the rough and tumble of a close- 
fought race. Therefore, if your style of play 
is closer to the physical rather than taking 
the best racing line, you may prefer him to 
the rest. We found him best for 
multiplayer games. 


CONKER 

Conker the squirrel is comparable to Diddy 
in pretty much every area. He tends to 

get chosen if Diddy isn’t available, or if 
you have a penchant for cute-to-the-max 
Disney-esque animals with with scarily 
skeletal hands. 


KRUNCH 

Hmm. We don't know of anyone that uses 
Krunch (a crocodile-like Kremling, a race you 
may remember from the Donkey Kong 
Country series on the SNES). The reason for 
this is simple: his handling is the absolute 
pits. You struggle to negotiate the simplest 
of corners. His acceleration also seems to 
move on another timescale. The upside is 
that, being the heaviest character, he barges 
everyone out of the way, and his top speed 
is fantastic. Sadly, you never, ever get him 
anywhere near top speed because of his 
shortcomings. Use him only if you're 

a) a masochist, or b) some kind of highly 
dextrous evolutionary offshoot. 
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TIPTUP 
Tiptup is some kind of hero in the N64 office. Excellent handling and 
acceleration and a fine top speed coupled with his unassuming worldly 
wise demeanour make him the Wil Overton of DKR, and you can't say 
fairer than that. He's suited to those who prize racing skills over dirty 
tactics, and he helped us complete the majority of DKR’s later stages. 
Sir, we salute you. 


BANJO 

A dirty great Honey Bear 
who sounds like your 
average redneck hillbilly 
from the Ozarks (except 
nicer, of course). He's a 
tricky blighter to use, but 
you find that persevering 
with him reaps the rewards. 
He's essentially a more 
measured Krunch, and his 
handling is eminently more 
easy to get-to-grips with. 
Once you've got the hang 
of this, his top speed takes 
you along at a cracking pace, and he barges anyone out of the way. You 
have to work for his charms, though. 
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PIPSY 

Pipsy the mouse could well be our favourite 
DKR character, due to her acceleration and 
turn-on-a-sixpence handling (they're both the 
best in the game). She narrowly misses out, 
though, because her big-eyed sugary cuteness 
makes us feel like we're gagging on a mixture 
of warm molasses, candy floss and undiluted 
Ribena. Which is a shame. But, to be 
professional for a moment, you find that she’s 
definitely one of the characters of choice. Her 
only drawback is the battering she takes from the larger characters 
(that is, everyone else). 


Secret characters 


Told you there were some, didn't we? There are two secret 
playable characters in Diddy Kong Racing: Drumstick the turkey 
and TT the, er, giant stopwatch. Hmm. 


DRUMSTICK 

Drumstick (apparently the most experienced racer on the island) has 
disappeared since he went off to rid Adventure Island of Wizpig, 
being, as he was, the animals’ last, best hope for success. (Sort of like 
Babylon 5 with a beak, then.) 
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Anyhoo, what has happened is that Wizpig turned our turkey friend into 
a frog for his troubles. On Adventure Island, simply drive down to the 
pond/lake. There are plenty of frogs down there, and one should have 
a little crest. Run him over (splat!) to release him from Wizpig's curse, 
for this is Drumstick. 


We found Drumstick to be a bit heavy on the corners, but he's 
undoubtedly fast. He’s probably best used if you're more acquainted 
with the heavier characters. Otherwise, he requires a bit of Practice to 
be useful to you. 


TT 


The process of garnering TT is long and hard, but it's worth it, for one 
very good reason: he's blindingly fast. 


For every track in the game, there's a set Time Trial to beat. To enter 
the Time Trial for any given track, you have to approach TT in that 
world’s lobby and turn the TT mode on. You can then race a ghost of 
your best time. Once you've beaten your spirit competitor, you have 
to race your ghost again, plus TT's. Once you've beaten TT's ghost 

(on every single track), TT is available for you to play with. It's not 
easy, but TT is perfect for conquering Adventure Two (the mirror mode 
that opens up once you've ‘beaten’ the game proper). Once you've got 
TT, you probably won't want to use another character again. 
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How to beat the game 


Finally, here's N64's potted rundown of how to ‘beat’ the 
game. You initially need to garner 39 gold balloons so you can 
race Wizpig for the first time and reach the game's first finish 
point. Remember, you don't have to ‘do' the game in this 
order. Depending on the number of balloons you have, you 
can tackle it in whatever order you choose. 


BALLOON BREAKDOWN 
Gold Balloon Target: 39 

Balloons for Winning Races: 16 

Balloons for Winning Coin Challenges: 16 
Balloons Loose on Adventure Island: 4 
Balloons Won in Taj Challenges: 3 
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et OBJECTIVE 1: collect all the 

— balloons loose on Adventure Island. 
We won't spoil this for you. Have 
fun exploring every nook and cranny 
of the island. You can even go out 
to sea... 


OBJECTIVE 2: Beat Dino 


Domain. Entrance: up the ramp from 
the centre of Adventure Island. The 
whole of Dino Domain is fairly simple; we don't anticipate you 
experiencing any major problems. The trickiest part is the boss - you 
have to race him up a 
narrow and treacherous 
winding mountain path. 
Don't use non-accelerator 
speed ups — you'll more 
often than not go flying 
over the edge. 


OBJECTIVE 3: 
Beat Snowflake Mountain. 
Entrance: fly by plane, 
over the snowy ledge 
straight through to the 
big door. Everfrost Peak 
and Snowball valley are the trickiest tracks here; plenty of practice 
needed. The boss is a cinch — it’s simply a downhill race against a 
hulking great Walrus. 


OBJECTIVE 4: 
Beat Sherbet Island. 
Entrance: via the 

door on the small 
island near the 
lighthouse. Some 
tricky tracks again. 
The Octopus boss is 
particularly hard. 
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OBJECTIVE 5: Beat Dragon 
Forest. Entrance: behind the left 
hand waterfall to the left of the 
Wizpig bust. Graphically 
astounding, Dragon Forest's 
hardest part is the coin challenge 
on Windmill plains. Beating the 
Dragon boss is a case of flying 
low and avoiding his fiery 
breath, utilising speed ups at 
every opportunity. 


OBJECTIVE 6: 
Beat Wizpig. Entrance: 
through the huge stone 
bust of Wizpig on 
Adventure Island. You 
have to memorise the 
location of every single 
zipper and aim fora 
green zip on every one. 


And after all that, it’s 
time to follow Wizpig 
into space. 


OBJECTIVE 7: win the four Trophy Challenges. 


OBJECTIVE 8: Beat the four Battle Games. In practice, you 

can now fly to space; but 
to race Wizpig again, you 
need all four parts of the 
TT Amulet. To access the 
battle games, there are 
four keys hidden on one of 
each worlds tracks. Here's 
where they are: 


Dino Domain: On Ancient 
Lake, on a ramp just to the 
right of the start. 
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Sherbet Island: Hidden in an 
alcove at sea, on one of the pillars, 
near the start of crescent island. 


Snowflake Mountain: On 
Walrus Cove, in a cul-de-sac to 
the left of the start line. 


Dragon Forest: Above the castle 
gatehouse in Boulder Canyon. 
Ring the bell by jumping and when 
the drawbridge raises you can get the key. 


The battle games themselves are quite simple. 


OBJECTIVE 9: Fly to Space. 
It's by rocket. Look for a suitably rocket- 
shaped structure... 


OBJECTIVE 10: 
Beat Future Fun Land. 
We'll let you experience 
this for yourself. Watch 
out for wall-mounted 
lasers. Spacestation Alpha 
in particular is gruellingly hard. 


OBJECTIVE 11: 

2nd Race With Wizpig. Beat 
Future Fun land and you can 
race Wizpig for the second 
and last time. And it is no 
way shape or form an easy 
task. You're in your plane. 
He's a huge monster pig. 
Good luck. 


And then? Why, it's 
Adventure Two! We'll see 
you when you've finished... 
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And that’s not all! Here, in the ‘+' bit of our Double Game 
Guide +, are pages and pages of tips, cheats and general 
deviousness for some of the Nintendo 64's other top games. 
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Extreme G 


Acclaim's futuristic 
racer is an 
adrenaline-soaked 
rush of pure speed. 
It's a game that 
makes you work to 
learn its 
multifarious 
charms but repays 
your investment 
tenfold. By 
completing the 
game on certain 
difficulty levels, 
you're rewarded with a password that enables some kind of 
cheat. Here's a few we've uncovered... 


At the bike select screen enter your name 
(lower case every time) as the following 
words: 


antigrav: Turns the game upside down; 
you're racing on the ceiling with the controls 
appropriately reversed. 

arsenal: Gives you a missile every 

few seconds. 


banana: Your bike is 


constantly powersliding. 
fisheye: Distorts the screen 
to give the appearance of even 
greater speed. 

ghostly: Makes the 
background transparent. 
magnify: Enlarges everything 
on screen and slows the 
game down. 

roller: Turns your bike into a 
huge rock. 
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nitroid: Gives you unlimited nitros. 

stealth: All bikes become invisible, identifiable only by their shadows. 
uglymode: Pixellates the in-game graphics. 

wired: Changes the in-game graphics to wireframe (making Extreme G 
seem more like a rollercoaster then ever). 

xtreme: Increases the bikes speed to maximum. 


PASSWORDS 

Enter these at the password 
screen. They can be saved to 
your Controller Pak. 


51GG95: Gives you all 
tracks/levels and the secret 
Roach bike (which is rather 
good). 


61GGB5: Gives you all 


tracks/levels plus the Roach and Neon bikes (the Neon being the 
ultimate bike. Smashing). 


81GGD5: This gives you, as before, all 
tracks/levels, the Roach, the Neon, and the 
secret track (it’s disappointingly small, 
actually, but is a tight and tense race around a 
winding mountain road, surrounded by sea). 


AND 
FINALLY... 


Enter your name as fergus (lower case 
again) on the bike select screen. Go to 
Shoot-'em-up mode. The drone bikes 
have now become huge scary heads (that 
belong to poor Fergus, presumably). 
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Lylat Wars 


Nintendo's superlative space opera shoot-'em-up adventure 
unfolds like a film, with choices you make affecting where you 
go and how the game ends. Here’re some tips. 


SECRET WARPS 

There are two warps in the game that 
take you to areas in the game 
reached usually by taking a certain 
route. 


Warp 1: This is on Meteo (reached 
by taking the alternative route on 
Corneria). Directly after the 
checkpoint, there are seven spiky 
blue circles placed alternately to the left and right of the screen. Fly 
through all of these to warp to hyperspace (a psychedelic void that, 
presumably, is like the inside of Timothy leary’s head). This takes you to 
Katina, where you can aide Bill in a fantastic 360 degree dogfight. 


Warp 2: This is on Sector X (reached from Fortuna or Katina). Turn left 
at the junction with the huge flying robot hand. There's a series of gates 
ahead of you; you have to blast them open (powered-up blue lasers 
help immeasurably). Opening them all takes you to Sector Z, where the 
Great Fox itself is under attack. 
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MEDAL MAYHEM 


By achieving a certain number of ‘hits’ on a given level, you receive a 


medal. Here's the required tally for each level: 


Corneria 150 


Meteo 200 
Fortuna 50 

Sector X 150 
Titania 150 
Bolse 150 
Venom 1. 200 
Area 6 300 


Sector Y 
Katina 
Aquas 
Solar 
Zoness 
Macbeth 
Sector Z 
Venom 2 


150 
150 
150 
100 
250 
150 
100 
200 


Get medals on all 15 levels (you don't have to on Venom 2) and you can 
use the Landmaster Tank in the multiplayer mode. 


Having achieved medals on all levels, you open up the super hard 


Expert Mode. 


On Expert Mode, if you get a medal on Venom 2 you can use Fox, 
Peppy, Slippy and Falco on foot (Bazookas!) in the multiplayer mode. 
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LYLAT WARS 


TACTICAL STUFF 


Complete mastery over your Arwing 
is essential for getting those high 
scores (as well as surviving to the 
end). Allow us to instruct... 


Homing shots: Hold A to lock on to 
an enemy and build up a homing 
shot (a big green ball). Alternatively, 
rather than using the homing shot, 
press B to release a Nova bomb that, 
once locked on, homes in the same 


way. 


Banking: Z and R allow you to 
‘bank’ and thus turn in a sharper 
fashion, as well as enabling you to 
slip through narrow areas. A double 
tap elicits a laser reflecting barrel 
roll. 

Loop: Press Left-C (boost) and pull 
back on the analogue to loop the 
loop. 

immelman turn: On the 360 
Siusake) degree levels, press Bottom-C and 
pull back on the analogue to half 


loop and roll, 
sending you back in 
the opposite 
direction. 


Remember that 
braking (Bottom-C) 
and boosting (Left- 
C) are essential for 
chasing enemies or 
hanging back for 
those you've missed. 


oN DOUBLE GAME GUIDE + 


TUROK: DINOSAUR HUNTER 


Turok: Dinosaur 
Hunter 


The monstrously good Turok 
revitalised the first-person shooter 
with its combination of screen-filling 
Saurians and over-the-top weapons 
(you'll look at the Fusion Cannon and 
rightly marvel). As such, it has only been surpassed by the 
subtlety and action of GoldenEye 007 as the pinnacle of its 
genre. Here are some cheats. 


Credits: Enter FDTHMGS to, er, see the 
credits. 


Spirit mode: Enter THSSLKSCL to activate 
permanent spiritual invincibility. You move at 
a greater speed to everyone else and you 
can't be harmed. 


Infinite ammo: Enter BLLTSRRFRND for the obvious. 


Pen and ink mode: Enter DLKTDR to play in a deeply weird wireframe 
world. 


Infinite lives: Enter FRTHSTHTTRLSCK for infinite lives; you also 
restart at the latest checkpoint or save area. 


Gallery: Enter THBST to see the cast list of enemies and dinosaurs in all 
their evil glory. 


Disco mode: Enter SNFFRR. All enemies are now rooted to the spot, 
dancing to the rhythms in their heads. 


All weapons: Enter CMGTSMMGGTS for all 
bangsticks, including the Chronoscepter. 


The big cheat: Enter NIHGTHDGDCRTDTRK for all 
of the above, plus warps to all levels and bosses. A 
big cheat indeed. 
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MARIO KART 64 


Mario Kart 64 


We found Nintendo's master 
karter to be slightly lacking 
in one-player longevity, but 
any shortcomings in this area 
were more than redressed by 
the superlative multiplayer 
races. It's the most fun four 
people can have in front of a 
games console. Here are a 
few shortcuts for the more 
sneakily minded of you. 


LUIGI 
RACEWAY 

Step 1: Turn left as you 
exit the tunnel, towards 
the grass; aim just to the 
right of where the grey 
wall and the brick wall 
meet. 


Step 2: Activate a 
mushroom just as you 
leave the track, still 
steering left, pressing hop 
(R) just as you hit the (brick) wall. 


Step 3: As you hit the wall, 
you should fly over it, landing 
by the finishing line, thus 
cutting out the last huge corner. 


DIFFICULTY 
It's not easy. 4/5 
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MARIO KART 64 


FRAPPE SNOWLAND 


Step 1: As soon as you start, turn 
around and drive back across the 
bridge. Once you're on the other 
side, turn back around. 


Step 2: Head back to the start 
line, but before you leave the 
bridge, turn right and hop on to 
the snow bank without touching 
the road. 


Step 3: Drive past the starting line and turn right, 
heading out across the snow. Lakitu should 
eventually pick you up and place you back in front 
of the start line. Simply drive over it and you're on 
your second lap. Do it again and you can complete 
the race in under a minute! 


DIFFICULTY 
Once you've got the hang of it, it's a cinch. 3/5 


ROYAL RACEWAY 


Step 1: Just after the third corner (the hairpin 
bend) steer left and head toward the water. 


Step 2: Aim for the right-hand side of 
the wall on the opposite bank, activate a 
mushroom and hop just as you reach the 
water's edge. 


Step 3: You should hit the wall 
(POOMP! will be written in the 
air) and Lakitu fishes you out and 
places at the top of the 
huge ramp. 


DIFFICULTY: 
Not too taxing. 2/5 


DOUBLE GAME GUIDE + NOt & 


MARIO KART 64 


YOSHI VALLEY 

Step 1: Take the shortest route, over the 
bridge to a small jump infested with Spinies. 
Turn left toward the hairpin, which doubles 
back on itself and almost touches. 


Step 2: Turn sharp 
left and hop at the 
edge. 


Step 3: Keep turning left in the air, with your 
finger off the 
accelerator. You 
should hit the other side. On landing, 
heavy steering/braking may be required to 
avoid shooting off the side. 


DIFFICULTY 

Quite difficult for the small amount of 
time it saves. Still, it makes you look very 
stylish indeed when you pull it off. 3/5 


ae My RAINBOW ROAD 
Step 1: Turbo off the start line. 


Step 2: As your kart starts to leave 

the track on the downhill slope, turn 
sharply left and hop. You should sail 
over the side off the track into space. 


Step 3: Hopefully, you'll plummet 
to a lower section of the track, 
having cut out a quarter of the 
track. 


DIFFICULTY 

Not too hard, and helps ~ 
immeasurably in curtailing the 
tedium of this track. 2/5 
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MACE: THE DARK AGE 


Mace: 
The Dark Age 


While not the Tekken beater the N64 so desperately needs, 
Mace impresses with its great visuals, speed and plethora of 
outlandishly violent moves. A fighting game to be proud of. 


Play as Grendal: To play as Grendal, a 
‘hidden’ character, start in the two-player 
mode. One player must have three wins. 
then, on your next match, choose the 
Executioner from the select screen and hold 
down Start. Grendal appears. Continue to 
hold down Start and use Quick to select him. 


COMBO STARTERS 

Big Punch: B+S 

Big Knee: B+K 

Air Quick: During a jump, press Q when close to the ground. 


COMBOABLE SPECIALS 
Railroad Smash: F+Q+S 

Hand Sweep: F, D, B, S 

Fierce Hit: Q+S 

Forearm Bash: B, F, Q 

Smash Upper: F+Q+S 

Trip and Hammer: HCGB, S, S 


STAND ALONE SPECIALS 
Earthquake: Q+S+K 

Uppercut: HCF, Q 

Power Hit: B, F, S 

Shoulder Ram: F, F, S 

El Toro: B, Q+S, S 

Railroad Treatment: Q+5S, Q+S, Q+S 


ADVANCED COMBOS 

(Six hits): Q, Q+S, Q+S, Q+S, HCB, S, S 

(Seven hits): B+K, K, B, F+Q, Q+S, Q+S, Q+S, Q+S 
Execution: D, D, B, F, S 
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CLAY FIGHTER 63 1/3 


ClayFighter 631/s 


We have to admit 
(politely) that we don't 
think much of this. Still, if 
plasticene people 
knocking the stuffing out 
of each other is your 
‘thang’, here's some secret 
character stuff. 


Play as BoogerMan: At the character 
selection screen, hold down the left 
shoulder button and move the joypad 
Up, Right, Down, Left, Right, Left. And 
there he is! 


Play as Dr Kiln: Hold down the left 
shoulder button at the character 
selection screen and press B, Left C, Up 
C, Right C, Down C, A. 


Play 
as 
Sumo Santa: Hold down the left 
shoulder 
button at the 
(yes) character 
select screen 
and press A, 
Down C, Right 
C, Up C, Left 
cB. 
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TETRISPHERE 


Tetrisphere 


A bells-and-whistles 
3D update of an all 
time favourite 
puzzler. It's an 
admirable, if partially 
successful, attempt to 
do something new 
with an old game. The 
two-player mode is 
great fun, though. 


Enter these codes at the 
New Name screen: 


Secret characters: Press L, Right C, Down C to bring up the secret 


characters. 
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Ne @ 


TETRISPHERE 


View credits: Enter your 
name as CREDITS. 


Hidden game: Enter your 
name as LINES to play the 
hidden game. 


New tunes: Enter your name 
as G(alien head 
symbol)AMEBOY for hidden 
tunes. 


Access all levels: Enter the name (saturn symbol)(spaceship 


symbol)(rocket symbol)(heart symbol)(skull symbol) for access to all the 
levels. 


Be sure to watch out for the next issue of N64 Magazine, along 
with your copy of Double Game Guide + No. 2! 
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Packed with 
handy advice 
for both Diddy 
Kong Racing 
and GoldenEye 
007, this first 
N64 Magazine 
DOUBLE GAME 
GUIDE + is your 
(ahem) driving 
licence to kill. 
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Presented free with 
N64 Magazine issue 12. 
Not to be sold separately. 


